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THE ARTIFICER, RISEN 


ndit's finally here! After three UAs and a lot of 
feedback, the Artificer has been officially 
released as the 13th class for 5e in the Eberron: 
Rising from the Last War supplement. 
Featuring three subclasses; the Alchemist, 
Artillerist, and Battle Smith, the Artificer is a 
unique kind of preperation arcane half-caster. 

In general, I like to stay within WotC's design space. I try to 
only create homebrew or changes to the rules (whether for 
my own games or as content online) if I find that something is 
lacking in some department (whether balance, flavor, 
gameplay, or some combination of these). 

I always intended on taking a hard look at my own 
attempts at creating an artificer class once we had an official 
release. My honest hope was that the official class would be 
so amazing that there would be no need for my own; that I'd 
be able to create my own artificer characters using only the 
official rules. 

As it stands now, I think the official rules do offer most of 
what I was looking for in a base class, with perhaps one or 
two tweaks. When it comes to the subclasses, I believe the 
three we were given are all functional, but don't have quite the 
flavor I was hoping for (save for the Battle Smith; it seems to 
fulfill the role of a pet subclass very well). 


WHAT DOES THIS DOCUMENT Do? 


Much like the Athenzum's Ranger (which you can also find 
on DMsGuild), this document is intended to build off the 
existing artificer class. You will need the Eberron: Rising 
from the Last War book in order to play it. 

This document offers new variant features or 
enhancements for the artificer's existing features. Options 
that alter or enhance the core class are presented to the right. 
On the next page, you can find enhancements for the 
Alchemist specialist, which aim to address its shortcomings 
without vastly altering it. Below that are variant features and 
enhancements which alter the Battle Smith specialist from a 
pet-focused melee class to a heavily armored tank; inspired 
by my original Armorer. A new specialization is also 
presented; the Gunsmith, which focuses on the use of dealing 
damage from long range. Similar in concept to the Artillerist, 
the Gunsmith is different enough to warrent an entirely 
separate specialization and is a true firearm user. 

Finally, new infusion options allow you more way to build 
your artificer exactly the way you want, including the ability to 
copying another class's spell. 


WHAT DOES THIS DOCUMENT NOT Do? 


Replace the official Artificer entirely. 

The features presented are all variants; by their nature you 
do not have to take them. Some of these options, particularly 
the enhanced features, are straight up improvements to the 
book class; it's up to you and your DM if you feel they are still 
balanced within your game's design space. 

The gunsmith specialist is also designed to be used with 
the official base class, whether you use any of variant features 
or not. 
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ARTIFICER 


An artificer has access to the following features. 


MAGIC ITEM ANALYSIS 
1st-level artificer feature (replaces Magical Tinkering) 

At 1st level, your understanding of magic items allows you 
to analyze and understand their secrets. You know the spells 
detect magic and identify, which are artificer spells for you, 
and don't count against the number of spells you can prepare 
each day. You can cast these spells as rituals, and don't need 
to provide a material component when casting identify. You 
also learn the mending cantrip, which does not count against 
your number of cantrips known. 

Additionally, you can use any spell scroll regardless of what 
spell it bears. Intelligence is your spellcasting ability for spells 
not found on your class's spell list. If the spell is of a higher 
level than you can normally cast, you must make an ability 
check using your spellcasting ability to determine whether 
you cast it successfully, as normal. 


CANTRIP VERSATILITY 

1st-level artificer feature (enhances Spellcasting) 
Whenever you finish a long rest, you can replace one 

cantrip you learned from this Spellcasting feature with 

another cantrip from the artificer spell list. 


SILENT MAGIC 
1st-level artificer feature (enhances Spellcasting) 

Because of your unique method of using magic, you ignore 
the verbal components of your artificer spells when you cast 
one using a spellcasting focus. 


MAGICAL INFUSION 
2nd-level artificer feature (enhances Infuse Item) 

You are able to imbue magic items with your artificer 
infusions. If both the magic item and the infusion require 
attunement, the creature must attune to both. 

If both the magic item and the infusion provide a bonus to 
attack and damage rolls, or both provide a bonus to AC, you 
must choose which of the two bonuses to use; they can't be 
added together. 


MAGIC ITEM EXPERT 
10th-level artificer feature (replaces Magic Item Adept) 
When you reach 10th level, you achieve a profound 
understanding of how to use and make magic items: 
° You can attune to up to four magic items at once. 
* If you craft a magic item of any rarity, it takes you half of 
the normal time. 


ALCHEMIST 


An alchemist has access to the following features, which 
brings the specialization in-line with others. 


PoTIoN MASTER 

3rd-level Alchemist feature (enhances Tool Proficiency) 
You can drink or administer a potion as a bonus action, 

including your experimental elixirs. 


BoNUS CANTRIP 

3rd-level Alchemist feature (enhances Alchemist Spells) 
When you gain this feature, you also learn one additional 

artificer cantrip of your choice. 


RELIABLE ELIXIR 

3rd-level Alchemist feature (enhances Experimental Elixir) 
When you create an experimental elixir at the end of long 

rest, you can choose which effect you create rather than 

rolling for it. 


BATTLE SMITH 


Some battle smiths don't create steel defenders, instead 
opting to use their skills to increase their own defensive 
ability through a unique set of armor. 


HEAVY DEFENSE 
3rd-level Battle Smith feature (enhances Battle Ready) 
You gain proficiency with heavy armor. 


ARCANE ARMOR 
3rd-level Battle Smith feature (replaces Steel Defender) 

By 3rd level, your tinkering has forged you an 
encompassing suit of arcane armor. Your arcane armor is 
heavy armor. It has an AC of 18, weighs 60 lbs, and wearing it 
imposes disadvantage on Dexterity (Stealth) checks. No other 
creature can wear your arcane armor. 

While wearing your arcane armor, you can double your 
carrying capacity and the weight you can push, drag, or lift. In 
addition, you can roll a d6 in place of the normal damage of 
your unarmed strikes. You can also imbue your arcane armor 
with more than one infusion; up to half your Intelligence 
modifier (rounded up), attuning to each infusion as normal. If 
more than one infusion provides a bonus to your arcane 
armor's AC, you must choose which of the bonuses to use; 
they can't be added together. 

You can use your smith's tools to transform one suit of 
heavy armor into your arcane armor over the course of 1 
hour, which can be done during a short rest. Thereafter, the 
armor counts as your new arcane armor, and your existing 
arcane armor is destroyed. 


———————————————— 


A DIFFERENT KiND OF BATTLE SMITH 


The battle smith features presented here are based 
on the Armorer subclass, which you can find in an 
earlier version of the Athenzeum's Artificer 
alongside this one. Originally, this document would 
have included the armorer as a new subclass. 
However, the similarities to the existing battle 
smith became very apparent, enough so that it 
became significantly easier to offer variant features 
for the battle smith which fulfilled the same flavor. 

These features are intended to be all-or-nothing; 
if you want to use the Heavy Defense feature to 
give yourself proficiency with heavy armor, you 
must then take the Arcane Armor, Empowered 
Strikes, and Improved Armor features. Similarly, if 
you did not take the Heavy Defense feature, you 
cannot take any of the other features listed here. 

Another note; the Arcane Jolt feature as written 
can be activated by the Battle Smith's steel 
defender. Of course, if you choose these variant 
features, you do not have a steel defender, and thus 
cannot use it to activate your Arcane Jolt! Simply 
ignore that part of the feature. 
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EMPOWERED STRIKES 

9th level Battle Smith feature (enhances Arcane Jolt) 
Your unarmed strikes are considered magical weapons 

while you are wearing your arcane armor. 


IMPROVED ARMOR 

15th-level Battle Smith feature (replaces Improved Defender) 
At 15th level, your Arcane Jolt and arcane armor become 

more powerful. 


e The extra damage and the healing of your Arcane Jolt both 
increase to 4d6. 

e You gain a +] bonus to your Armor Class while wearing 
your arcane armor. 

e You can use a bonus action on your turn to overcharge 
your arcane armor, giving you increased capabilities at the 
cost of your stamina. For 1 minute, you have advantage on 
attack rolls and ability checks. You also double any speed 
you have. When this effect ends you suffer one level of 
exhaustion. 
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ARTIFICER SPECIALIST 
GUNSMITH 


Gunsmiths forge rare ranged weapons powered by a 
combination of science and magic, and excel at long-range 
combat. On many worlds firearms are as common as bows, 
but on others they are unheard of, and a gunsmith could be 
the creator of a unique and never-before-seen weapon. 


TOOL PROFICIENCY 
When you adopt this specialization at 3rd level, you gain 
proficiency with smith's tools. If you already have this 
proficiency, you gain proficiency with one other type of 
artisan's tools of your choice. 

You also have the optional firearm proficiency outlined on 
pg 54 of Eberron: Rising from the Last War. 


GUNSMITH SPELLS 

Starting at 3rd level, you always have certain spells prepared 
after you reach particular levels in this class, as shown in the 
Gunsmith Spells table. These spells count as artificer spells 
for you, but they don't count against the number of artificer 
spells you prepare. 


GUNSMITH SPELLS 
Artificer Level Spell 


3rd chromatic orb, hunter's mark 
5th Melf's acid arrow, shatter 

9th fireball, lightning arrow 
13th storm sphere, vitriolic sphere 
17th conjure volley, immolation 


THUNDER CANNON 

At 3rd level, you know how to create a special weapon known 
as a thunder cannon. Whenever you finish a long rest you can 
use your smith's tools to create your thunder cannon. Your 
thunder cannon exists indefinitely or until you create a new 
one, at which point the old one is destroyed. 

Your thunder cannon is a firearm with a range of 150 feet 
and a long range of 450 feet. It has the loading and two- 
handed properties, and deals 2d6 piercing damage on a hit. 
You might be able to acquire special ammunition for the 
thunder cannon on your adventures, but it can automatically 
generate its own nonmagical ammunition when you fire it. 

You can imbue your thunder cannon with more than one 
infusion; up to half your Intelligence modifier (rounded up), 
attuning to each infusion as normal. If more than one infusion 
provides a bonus to your thunder cannon's attack and 
damage rolls, you must choose which of the bonuses to use; 
they can't be added together. You can also use your thunder 
cannon as a spellcasting focus for your artificer spells. 

You can use your smith's tools to transform a firearm into 
your thunder cannon over the course of 1 hour, which can be 
done during a short rest. Thereafter, that firearm counts as 
your new thunder cannon, and your existing thunder cannon 
is destroyed.. 
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FIREARMS IN DUNGEONS AND DRAGONS 


Firearms are a controversial concept in Dungeons 
and Dragons. Some people love the idea of 
introducing such technology to the worlds of 
D&D, and cite the fact that firearms were known as 
early as the 1400s, while rapiers were not invented 
until the 1500s (and yet exist within the game). 
Others think firearms should remain far away from 
the game, and speak to a style of world that they 
don't want to play in. Neither of these preferences 
is wrong, and it's important to keep this in mind if 
you are looking at this subclass. 

You may wish to use the Gunsmith subclass due 
to its mechanical benefits rather than the flavor of 
using firearms. Like the Artificer as a whole, the 
way you flavor it can have a large impact on how 
the Gunsmith feels, and even though the Gunsmith 
is intended to use guns, it does not have to. Your 
thunder cannon could be powered by gunpowder 
like a conventional firearm, or it could be a steam- 
powered cannon, or an arcane-charged device 
utilizing bursts of energy. It could even be a special 
kind of crossbow. As long as you are working with 
your group or DM, anything can be possible. 

If firearms do exist in your setting, and your 
thunder cannon is one of these, you will need to 
consider ammunition. If firearms are common, this 
should be similarly as simple as purchasing a quiver 
of arrows would be, and pg 268 of the DMG lists 
the costs and weight of Renaissance-era bullets. 
But if firearms are not common, your gunsmith will 
need to make their own ammunition. My formal 
recommendation is to allow a gunsmith to craft 
ammunition with their smith's tools at the end of a 
long rest by expending gold. 
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THUNDER MONGER 
Starting at 5th level, you have modified your thunder cannon 
to make it more powerful. The damage from your thunder 
cannon is considered magical. 

Additionally, once per turn when you make a ranged attack 
with your thunder cannon and hit, you can deal an additional 
1d6 thunder damage. 


QUICK-FIRE MECHANISM 

Beginning at 9th level, when you use your action to make a 
ranged attack with your thunder cannon or cast a spell using 
your thunder cannon as the spellcasting focus, you can use a 
bonus action on the same turn to make a ranged attack with 
your thunder cannon. 


IMPROVED THUNDER MONGER 

At 15th level, you have improved the power of your thunder 
cannon even further. The damage of your thunder monger 
increases to 2d6. 

In addition, if you miss with an attack using your thunder 
cannon, you can have the target suffer half the damage from 
your thunder monger. You can do so a number of times equal 
to your Intelligence modifier (minimum of once) You regain 
all expended uses when you finish a long rest. 


INFUSIONS 


ANCILLARY WEAPON 
Item: A ranged weapon 

This magic weapon grants a +1 bonus to attack and 
damage rolls made with it. The weapon can also be used to 
make a melee attack. It deals 1d6 damage on a hit, and has 
the finesse property. The type of damage is bludgeoning, 
piercing, or slashing depending on the nature of the ancillary 
weapon. 

The bonus increases to +2 when you reach 10th level in 
this class. 


DISGUISED WEAPON 
Item: A weapon 

This magic weapon can be disguised as another mundane 
item, choosen when you infuse the weapon. A creature can 
use a bonus action to speak the weapon's command word 
(also chosen when you infuse the weapon) to transform the 
weapon, either into its disguised form or back into a weapon. 
The object must be similar in size and general shape to the 
weapon. For example, a sword or bow could be transformed 
into a cane, but you could not transform those weapons into a 
hat. The weapon is indistinguishable from the chosen item 
while transformed, but glows with transmutation magic when 
looked at with detect magic. 


ELEMENTAL MONGER 
Prerequisite: 6th-level gunsmith 
Item: Your thunder cannon 

Your thunder monger damage is acid, cold, fire, lightning, 
or thunder, chosen when you imbue your thunder cannon 
with this infusion. At the end of a short or long rest, you can 
change the damage type to one of the others listed. 


ENVIRONMENTAL ARMOR 
Prerequisite: 6th-level artificer 
Item: A suit of armor (requires attunement) 

A creature wearing this armor can breathe both air and 
water. As a bonus action, the wearer can also seal or unseal 
the armor for up to 10 minutes, using a minimum of 1 minute 
from the duration each time the armor is sealed. While the 
armor is sealed the wearer is immune to inhaled poisons and 
effects like the cloudkill spell, and cannot suffocate by being 
in an airless environment. Once the 10 minutes have been 
used up the creature must unseal the armor or begin to 
suffocate. The armor regains its full 10 minute duration daily 
at dawn. 


INTEGRATED ITEM 
Item: A suit of armor and an item (requires attunement) 

This magic armor includes an integrated item on the 
forearm, such as a magic item, tool, shield, or weapon. If you 
integrate a weapon, it cannot have the Heavy property. 

You can activate the item on your turn as a bonus action. 
Wielding the item does not require the use of your hands, you 
must treat it as though you are wielding it with one hand, and 
you cannot be disarmed of it. You can deactivate the item as a 
bonus action on subsequent turns. 

You can replace the item with a different one at the end of a 
long rest. You can learn this infusion two times, choosing a a 
different forearm. Only you can use this infusion. 


MAGICAL DEFENDER 
Prerequisite: 6th-level battle smith 

Using this infusion, you infuse your steel defender with the 
knowledge of one cantrip that you know. The steel defender 
can then cast the cantrip as if it were your level, using your 
spellcasting ability. 

You can replace the cantrip with a different one at the end 
of a long rest. 


MANY-HANDED POUCH 
Prerequisite: 6th-level artificer 
Item: 2-5 pouches 
The infused pouches all share one interdimensional space 
of the same capacity as a single pouch. Thus, reaching into 
any of the pouches allows access to the same storage space. 
A pouch operates as long as it is within 100 miles of 
another one of the pouches; the pouch is otherwise empty 
and won't accept any contents. If this infusion ends, the items 
stored in the shared space move into one of the pouches, 
determined at random. The rest of the pouches become 


empty. 


QUICKENED ARMOR 
Item: A suit of armor 

A creature wearing this magic armor increases any speed 
they have by 10 feet. 


QUICK- CHANGE ARMOR 
Prerequisite: 1 Oth-level artificer (requires attunement) 

This magic armor can be donned and doffed as an action. 
While you are not wearing it, the armor is stored in a pocket 
dimension. 


REPLICATE SPELL 

Using this infusion, you replicate a particular spell. You can 
learn this infusion multiple times; each time you do so, 
choose a spell from any class's spell list. A spell you choose 
must be of a level you can create, as shown on the Replicable 
Spell table, or a cantrip. As part of this infusion, you build an 
item which stores the power of the spell. 

You can cast that spell as if it were an artificer spell for you, 
expending a spell slot as normal, though you do not add it to 
your list of known spells. You must have the infused item on 
hand to cast the spell, and can use it as a spellcasting forcus 
for that spell. Other creatures cannot use the item to cast the 
spell in this way. 


REPLICABLE SPELL 


Spell Level ` Required Artificer level 
Ist 2nd 
2nd 6th 
3rd 10th 
4th 14th 
5th 18th 


SILENT-STEP ARMOR 
Item: A suit of medium or heavy armor 

This magic armor does not impose disadvantage on 
Dexterity (Stealth) checks while wearing it, even if the armor 
normally has that property. 
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A friendly shoutout to KibblesTasty for making a fantastic version of his own artificer. 
Keep up the awesome work, Kibbles! 


They say all artificers must have a rivalry. In a way, I suppose I'm just fulfilling the class fantasy. 
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This work is part of the collections of the Arcane Athenæum. 


Visit thearcaneathenaum.org for similar works. 
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